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Caveats 


The Sims is a game made for Everyday Normal 
People 

Most of this is not rocket science 

| may accidentally say things that are offensive 
or heretical 

Im not that smart 


Big A, small i 


Dont simulate more than you can show the player 
The player sees the result, not the plan 

Smart nexts lead to seemingly smart wholes 

The player doesnt know what didnt happen 
Consistent randomness can feed storytelling 
Players in-game memory is less sophisticated 
than real memory 


Anecdotal Evidence 


© The Legacy of Goopy Gilscarbo 
« Autonomous action selection 
« Wants and fears 

¢ Character and personality 

¢ Aclockwork living world 


The Legacy of Goopy Gilscarbo 


* Consistent randomness can create accidental 
shared experiences 

¢ Players want to find patterns 

© Community can amplify projection 

© Conducive to story-telling and folklore 


Curse You, Goopy Gilscarbo 


© I'd spent several hours dolling up a lovely new 
house to move in a family I'd created especially 
for making a movie. I'd set up everything, gotten 
the Sonya pregnant, and set up the Harry in the 
business career track. On the very first day, he 
came home with Goopy Gilscarbo... and the 
flu.This was a brand new neighborhood, created 
expressly for this movie. Harry and Sonya didn't 
even greet the welcoming committee The only other 
Sim they'd even met was Goopy Gilscarbo.Filthy, 
diseased Goopy Gilscarbo.How | hate him. 


Curse You, Goopy Gilscarbo 


« | made a Sim of myself and married him. Trust 
me even Goopy is a better man than my last 
boyfriend was. 


¢ Goopy Gilscarbo (male, Libra) He is really lazy 
and untidy but very outgoing. Aspiration Romance 
¢ --Wikipedia 


Autonomy in Sims 1 and 2 


e Parameterized, prioritized advertising model 

¢ Action-to-action (no forward planning) 

¢ Modulating factors mix it up 

e Ambiguity promotes projection (fortune telling) 


Wants and Fears 


« Make Sims feel smarterthey have plans 

¢ Distinguish Sims from each other (albeit 
coarsely) 

« React to player directed momentum of action 
(feed 
the sandbox) 

« Provide hamster wheel goals for the player 

« Leverage existing content and actions 


Wants and Fears 


* Throw data at the problem 

* Hundreds of local story trees within a single 
pattern space 

* Data management tools can replace complex 
simulation 

* Multi-node batch and comparative tuning 

* Extensive searching capabilities 

* Offline simulation 

* Dynamic adjustment of relative scoring against 
captured histories 


Wants and Fears 


e Events are tracked and matched against all trees 
simultaneously 

© Possible next events are scored against several 
factors of varying frequency 

e Aging of ads models temporal cohesion in player 
story pattern recognition 

* Soft ads simulate individual Sim tendencies 
while allowing players to drive the story 


Wants and Fears 


« ((Age Wage) 

« (Aspiration Wasp) 

e (Personality Wpers) 

e (Relationship Wrel) 

e (Score Wscore) (Mood Wmood)) 

¢ (Timedelta (Admax Admin)) Admin 


Wants and Fears (Demo) 


Character and Personality 


¢ Traditional Sims 5 Axis continuous model 
© The Indirection Problem 


Character Traits 


© Natural, human mental models are keyExample 
Personals 

* | ama very laid back, down to earth, open 
minded person. | am very generous and have an 
open heart. 

* I've been described by others as kind and easy 
to talk to with a quirky sense of humor. 

* |am serious and somewhat shy on the exterior. 
| love the outdoors. | am interested in all types 
of art and culture 


Character Traits 


Ask the player what they want 

Avoid divining player intentions 

Its better to do nothing than to be wrong 
Focus the player on exactly the details you will 
reinforce 


Living World Story Progression 


* Goals 

© Make the world feel like a large-scale clockwork 
simulation 

* Provide coherent stories upon contact 

* Allow the player to create relevant ripples 

* Design 

«Life actions are scored against each Sim 

* Scoring is non-unified to provide more 
contextually flexible advertising 

* Selected actions are performed by modifying the 
Sims/world state to appear as if the action had 
occurred 


Living World Story Progression (Demo) 


Summary 


¢ Be fortune tellers 

© Dont be wrong Be vague 

e Just ask the player They want to tell you 

© Be specific 

© Design to the players mental model 

¢ Hindsight is 20/20... You dont have to be going 
anywhere to look like you got there on purpose 


